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1. Fred Davis
2. Technology Acceptance 

Model
3. Perceived usefulness
4. Perceived ease of use
5. Task technology fit
6. Behavior intention 

to use

1. Davis, F. D., Bagozzi, 
R. P., & Warshaw, P. 
R. (1989). User accept-
ance of computer 

 2. technology: A compari-
son of two theoretical 
models Management 
Science,  35(8), 
982–1003.
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* key trends for 2017: In-
novation in Educational 
Technology

1. Doug Harward
2. edtechs
3. virtual classrooms
4. digital readers
5. online gaming
6. marketing
7. adaptive learning
8. adaptive learning, 

techniques
9. retention
10. apps
11. mentoring
12. coaching

1. Doug Harward, 
keytrends for 2017: In-
novation in Educational 
Technology, Training 
Industry Magazine, 
retrieved, jan. 28, 2018.  

LMS
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1. Utility
2. Originality
3. Aesthetics

1. Hughes, Conrad and 
Acedo, Clementina. 
(2016). Educational 
practices series 28: 
Guiding principles for 
learning in the Twenty - 
First century. published 
by UNESCO'S 
International Bureau of 
Education (IBE).
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1. Augmented Reality
2. Google Expeditions
3. compass
4. GPS
5. gyroscope
6. Accelerometer
7. Virtual Server
8. Location-Base
9. Pattern-Base
10. Gesture-Base
11. Microsoft Kinect
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1. decoding
2. encoding
3. Julia Marshall
4. expressive
5. discovery
6. Vision
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1. Mettetal, Gwynn. 
(2001). The what, 
why and How of 
classroom Action 
Research. Retrieved 
January 24, 2018, 
from https://www.
researchgate. net> 
publication.  

1. The Journal of scholar-
ship of teaching and 
learning

2. Action Research
3. Mckeachie
4. Chickering
5. Gamson
6. Weimer
7. Hole
8. Mc Ention
9. reflection
10. Kurt Lewin
11. Donald schon
12. Mettetal
13. Cross
14. Steadman
15. Woolfolk
16. Glassick
17. Rubri
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8. Michael D. Hanus*, Jesse Fox (2014). Assessing the effects of gamification in the classroom: 
A longitudinal study on intrinsic motivation, social comparison, satisfaction, effort, and 
academic performance. Computers & Education 80 (2015) 152-161.

9. Onah, Daniel FO, Jane Sinclair, and Russell Boyatt (2014). Dropout rates of massive open 
online courses: behavioral patterns. EDULEARN14 Proceedings (2014): 5825-5834.

10. https://newzoo.com/insights/articles/the-global-games-market-will-reach-108-9-billion-in- 
2017-with-mobile-taking-42

   
   

    
  

    
   

 

«

 « »

 

1. Gamification
2. Gamer
3. character
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